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Cataclysm by 
Rod Nelson. 








Conceptual 
designs by Mark 
Tedin; the Predator 
in its earliest 
stages; below, its 
final version. 




“The Predator had to look very nasty—overwhelming the 
Weatherlight— bigger, more massive ; the big bully of ships. Some of my 
original sketches were a little far out and too alien-looking. I wanted it to 
bear a resemblance to a classical galleon but at the same time look really 
monstrous, so that’s where the double mandibles came in.”—Mark Tedin 


















THE PREDATOR 



Mark Tedin’s 
sketches 
show the 
complexity 
of Predator’s 
superstructure. 




The age of skyships has been over 
on Dominaria for hundreds, if not 
thousands, of years. Few craft made 
by mortal hands cut through the 
clouds anymore. Weatherlies partial 
dependence on sails makes her 
especially curious in this age. She is 
an anachronism, harkening back to 
a time of material brilliance many 
centuries past. 

Yet there are places in the 
multiverse that haven’t totally forsaken 
these older technologies. Rath hints at 
such dark realms through the Predator , 
Weatherlight’s Phyrexian nemesis and 
Greven’s personal scourge. She’s a 
warship, her armored ribs and savage 
profile asserting her ability to turn 
others of her kind to kindling. Moggs 
pack her lower decks, awaiting the 
chance to spring onto the decks of her 
prey. Even such mechanisms as her 
landing spines double as weapons. 

She’s meant for ugly work. 

It’s clear that the same hand and 
eye fashioned both the Predator and the 
Stronghold. They share a common era. 
Knowing that both do not represent a 
faded glory but, rather, a volatile evil 
whose Phyrexian face has yet to be 
fully revealed, the question is open as 
to what Gerrard and the Weatherlight’ 5 
crew may have to face in the years 
to come. 



Left and above right, early Predator 
designs by Mark Tedin; lower right, 
Style Guide reference by Mark 
Tedin and Pete Venters. 
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Predator — deck-by-deck: a, top portion of the 
Great Cabin; b } Forward Mandible Hold & 

Great Cabin. The upper mandible cargo hold 
has ramps to the top of the structure. The 
spacious Great Cabin doubles as the captains 
cabin and as a makeshift throne room when the 
evincar is aboard, c, Main Bridge cross-section, 
Upper Quarter-deck & Rear Officers Quarters. 
Four deck plates the upper quarter-deck lead to 
the main cargo hold. d } Main Bridge, Upper 
Weapons Bays, Cargo Pulley Array & Main 
Rudder Mechanisms. The Main Bridge houses 
most of the ship s remote controls and doubles 
as a war room. e } Crew Quarters are on this sub¬ 
deck, as well as Control Booths for the Cargo 
Pulley Array. Beyond the rear bulkhead are tanks 
of liquid nutrient for the semi-living Phyrexian 
Engine two levels below. Two massive hinges 
control the Foldaway Bulkheads that widen the 
cargo access on decks C&D;/, the Main Decks 
feature an additional steering mechanism, direct 
control for the Main Gun/Harpoon, and four 
stairwells with access to the Mogg Cabin decks. 
Two corridors lead into Officer Quarters, g, Aft 
and below the Main Gouger is a bay housing the 
Main Gun/Harpoon. This weapon can be 
raised to the fore deck or fired through ventral 
doors on targets beneath the ship. Behind this 
are mechanisms that raise and lower the Ventral 
Landing/Ripping Blade and six Cargo Holds; 
h Lower Cargo Hold and Mast Support 
Hardpoints. Below the hardpoints are nutrient 
reservoirs for “feeding” the tusk-like masts. 
Cannonballs stored beneath the floor double 
as ship s ballast. 
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THE PREDATOR 



Top to bottom, the 
Predator from above; 
background, the Predator 
head; on all sketches 
by MarkTedin. 


¥ f 





1. Z.n *§■ r. i. .. . 

$ 

l 


« c. .11 

* 


73 







































THE ART f MAGIC 





Clockwise from above left, 
world map of Rath; 
Predator corridor; 
bridge; stateroom. 
Conceptual designs 
by Mark Tedin. 
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Clockwise from right, 
designs for the Predator’s 
cannon; sketch of the 
Predator’s main gun 
(with person for scale), 
and main gun on its 
pistons; artillery crew 
uniforms all by Mark 
Tedin; Dream 
Prowler by Richard 
Kane-Ferguson. 
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Above and left, Rath 
Peak whole and 
with cutaway by 
Anson Maddocks; 
below, the 
Stronghold 
by Mark Tedin. 


“Mark Tedin created a new 
look for biomechanical 
architecture. The Stronghold 
was very much a living 



organism. It wasnt just 
a building, but a giant 
machine that was in 
constant motion. He did an 
outstanding job of combining 
the massive machinery 
used to createflowstone ; 
fusing that with the alien 
architecture of Volrath’s 
Stronghold ”—Matt Wilson 
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THE STRONGHOLD 




Above, MarkTedins 
cutaway illustrates the 
placement of the 
fortress within the 
Stronghold; middle and 
right, frontal view 
of the fortress. 
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Raths most singular feature, and 
the reason this plane exists, can’t be 
seen from the surface. It lies buried 
under millions of tons of solid 
flowstone, spun by the factories 
within it, sending torrents of the 
superheated artificial magma coursing 
down the flanks of a mountain. 
Though it is difficult to imagine, the 
Phyrexians have made a machine that 
can generate its own solid world from 
nothing and has been doing so 
without a flaw for centuries. 

The Stronghold is the physical 
manifestation of Volrath’s strength. His 
rule as an evincar, the governor of this 
growing world, stems from this place 
and the power it represents. It is the 
nexus of his spiritual nervous system, 
extending through the flowstone it 
makes to all the points within this 


Left, three early 
renderings of the 
Stronghold cavern, 
plus, early versions of 
the fortress itself; 
below, Portcullis, the 
Strongholds main 
gate, painted by 
Kev Walker. 


unfolding, diseased bloom. Tier upon 
tier of mogg warrens nesde against its 
flanks. Boiling magma defies gravity, 
spewing from a gaping, circular wound 
in the cavern floor to feed the ever- 
hungry maw of the flowstone 
generators. An army of workers is 
required to maintain such a monolith. 
Their city encircles the lava shaft, 
foundations resting on the flowstone- 
filled ruins of an earlier, doomed 
Stronghold. Another army of soldiers 
protects Volrath and his workers and is 
well prepared to stave off any threat 
with an array of bizarre weapons. 


5"<irr 
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Top left, the Stronghold maintains mobile defense 
platforms in orbit above the peak of the mountain; 
sketch by Matt Wilson; above, Bottomless Pit by Kev Walker. 
left, early views of the fortress; below, the first concepts for 
the Stronghold by MarkTedin. 
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Clockwise from upper left, 
examples of ornamental 
“handcatchers” used as 
door locks in the 
Stronghold, and a 
bridge formed of 
flowstone by Anthony 
Waters; flowstone can 
be used as the core 
material on which 
a piece of machinery 
is built, such as this 
servo-mechanism by 
Mark Tedin; the 
transparent casing for 
the lamp is flowstone 
aping the form of glass. 
Below right, Stronghold 
guard sketch by Matt 
Wilson; below Ift, 
Vampire Hounds 
by Kev Walker. 
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THE STRONGHOLD 



Above left, examples of 
flowstone machinery 
intended for defense, 
by Mark Tedin; 
clockwise from bottom 
Ift, examples of 
Stronghold archi¬ 
tecture by Anson 
Maddocks; two 
views of the prison 
structure and an 
example of mobile 
flowstone platforms 
by Anthony Waters; 
a hall within the 
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Clockwise from right, 
Foul Imp by Jim 
Nelson; Death Pits 
Style Guide reference 
and skeletal warrior 
by Mark Tedin; 
Death Pit of Rath 
by Joel Biske. 


Millions of gallons of a noxious 
black sludge, the byproduct of flowstone, 
languished in holding tanks below the 
Stronghold for centuries before one 
evincar discovered its presence. This 
waste has since been dumped into the 
ever-growing network of faults beneath the 
Stronghold chamber and has acquired intelligence, 
sometimes taking on the personalities of its prey. 


Volrath has found a means of turning his 
dreams into something concrete in the Dream 
Halls. Here he can contain and dissect the chaff 
of his sleep without leaving his mind vulnerable. 



Right, Dream Halls Style Guide reference 
by Matt Wilson; below, Dream Hall 
exterior and left, dream catcher 
detail, sketches by Mark Tedin. 
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Clockwise from above ; Furnaces of Rath 
by Mark Tedin; Furnace Spirit by Jeff 
Miracola; City of Traitors by Kev 
Walker; top inset, Cinder marsh by John 
Matson; lower inset, by Mark Tedin. 


THE STRONGHOLD 



Millenia of venting from the 
furnaces below Rath have left this 
portion of the mountains skirt a soot- 
clogged wasteland. It is a forgotten 
necropolis of chimneys continually 
spewing the particulate wastes of the 
Plane s boiling core into the air. 

Far below the Stronghold is the 
molten core of Rath, a sea of churning, 
liquid rock designed to supply the 
flowstone generators with raw material. 
Huge mana-charged towers extend into 
the superheated air, drawing up a 
column of magma to the Stronghold. 
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Gerrard and crew stumble upon this huge 
room early in their hunt for Sisay. Upon their 
entry a map unfolds to display Dominaria. 
Time forces them on, but not before the 
critical information has had a chance to set 
in: Rath is the staging ground for a war. 

Left, Style Guide 
cutaway of the Map 
Room by Mark 
Tedin; below, Invasion 
Plans by Pete Venters. 
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Clockwise from bottom Itft, The final 
illustrations of Volraths gardens 
by Anthony Waters; miscellaneous 
plants by Anson Maddocks; 
Volraths personal gondola made 
out of a specialized version of 
flowstone by Anthony Waters; 
marker rendering of the gardens 
by Anson Maddocks. 
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Above, gate and bridge 
concept sketches by 
MarkTedin; right, 
Fighting Chance, 
by Mike Raabe. 


Facing page, top left, 
Mortuary by Robert 
Bliss, top right, Tortured 
Existence by Keith 
Parkinson; bottom, 
Anarchist by Brom. 


The Phyrexians obeyed a basic principle of defense when they 
constructed the Stronghold: have only one entrance and fortify that 
point well. The causeway that leads to Volrath s door is prehensile, 
capable of curling onto itself at the evincar s command. 

At the opposite end of the Stronghold are Volrath s dungeons. 
Its not by chance that the common destination for all those who 
have displeased the evincar, and the place where the products of 
his experiments with fl^h originate, are one/and the same. 
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Volrath s Laboratory is meant to serve practical and 
political purposes. It is a place of creation, a proving 
ground for the abominations of the evincar s making. 

Clockwise from bottom left, Volrath s Laboratory 
by Brom; Reanimate by Robert Bliss; lab 
equipment concepts by Anthony Waters. 
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Clockwise from center, 
aerial view of Volrath s 
lab from the Style 
Guide; view of alternate 
lab; bottom Itft, lab 
equipment by Anthony 
Waters; Volrath s 
Shapeshifter by 
Ron Spencer; more 
lab equipment. 
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Clockwise from bottom Iff, 
Keeper of the Dead by Brom; 
Dauthi Cutthroat by Dermot Power; 
Blood Frenzy by Paolo Parente; 
Pitspawn by Thomas M. Baxa; 
Pegasus Refuge by Kev Walker. 
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Above, Knight of Dawn by Ron Spencer. 







RACES OF RATH 
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The tides of power in the Rathian sky occasionally 
deposit sentient visitors from other planes. If the ride 
through these magical vortexes doesn’t kill them, it 
generally leaves them sick and disoriented. Either is better 
than being caught halfway between the substance of Rath 
and the barrier that separates it from neighboring realities. 



Top right, Style Guide 
reference by Mark Tedin; 
clockwise from bottom right, 
Thalakos Deceiver by 
Andrew Robinson; Soltari 
Emissary by Adam Rex; 
Shadow Tempest by 
Adam ReVSoltari 
Priest by Janet Aulisio. 
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Above, Style Guide 
reference by Mark 
Tedin; diagonally from 
top right to bottom left , 
Soltari Visionary 
by Adam Rex; 
Field of Souls 
by Richard 
Kane-Ferguson; 
Soltari Monk by 
Janet Aulisio. 


These residents of Purgatory—generally 
known as Etherics—haunt the canyons and 
forests of Rath in a crippled, half-substantial 
state. These wisps constitute the surviving 
members of an entire race, the Soltari. Two other 
sentient forms, the Dauthi and the Thalakos, 
exist in kind, trapped on Rath while the three 
were in the midst of their own conflict. 



“It’s the conceptual team’s job to take a nugget of a concept and 
broaden it. Usually were working within parameters ■ so we really 
can make the most of it by stretching the ideas ”—Pete Venters 
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RACES OF RATH 


The Soltari have adapted to their state, 
maintaining their culture through a strict religion 
and the belief that one day they will be saved 
from their insubstantial prison. The Thalakos 
haven’t fared as well. With no strong faith or 
societal structure they have begun a rapid decline 
into anarchy and madness. The Dauthi have 
already succumbed to this fate. 




Etherics in their various forms: clockwise from top, Soltari 
Guerrillas by Val Mayerik; Soltari Lancer by Matt Wilson; 
^EtherTide by Andrew Robinson; Soltari Trooper by Kev 
Walker; Maze of Shadows by Douglas Alexander. 
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race close to madness, and that being made into 
ghosts provided the collective final push. Dauthi 
aren’t content to turn their psychotic natures on 
each other; certain members of their kind are 
capable of seizing corporeal beings and dragging 
them to the shadow side of reality for their 
compatriots to systematically shred. 




Above left, Dauthi Style Guide 
reference by Mark Tedin; 
clockwisefrom bottom left, Dauthi 
Warlord by Kev Walker; 
Dauthi Horror by Jeff 
Laubenstein; Dauthi 
Marauder by Andrew 
Robinson; Dauthi Trapper 
by Thomas M. Baxa. 
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Clockwise from top left, 
Dauthi Mercenary by 
Matt Wilson; Dauthi 
Slayer by Dermot 
Power; Thalakos Seer 
by Ron Spencer; Style 
Guide reference by 
Anthony Waters; 
Thalakos Sentry by 
Andrew Robinson; 
Thalakos Mistfolk 
by Richard 
Kane-Ferguson. 
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Rath has brought out 
and refined the xenophobia 
intrinsic to elven nature. 

Skyshroud elves are an especially insular and aggressive 
lot. They were deposited on Rath roughly a thousand 
years ago, along with a large hunk of ocean and the 
oceans inhabitants, the merfolk. Each race found itself 
struggling to make the most of their new surroundings. 
Unfortunately, with such a desperate situation, elves and 
merfolk inevitably fell into conflict over the scraps. 


The elves, in a last-ditch effort to save their kind, 
crafted an intricate spell to weave a new ecology out of 
the remnants of the old. A thick tangle of foliage was 
molded from the remaining marshland which, over the 
centuries, came to be the Skyshroud forest. The elves 
became arboreal creatures, making their homes in the 



Clockwise from right, 
Seeker of 
Skybreak by 
Daren Bader; 
Elven Warhounds 
by Kev Walker; 
concept sketch by 
Anthony Waters; 
Wood Sage by 
Paolo Parente. 
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Above, Crossbow Ambush 
by Kev Walker; left, 
Mounted Archers 
by Kev Walker. 


branches, using special hooked staves to 
swing their way through the green roof 
of their forest home. 

The merfolk watched for a time as 
the Skyshroud forest turned their watery 
world, known as Rootwater, into an 
oxygen-starved tomb. When the elves 
at last turned to the merfolk s giant 
watersnakes as a food source, the merfolk 
began to strike back in earnest, treating the 
elves as food. This had a souring effect on 
elf and merfolk relations. 
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The two live in a state of 
continual warfare. Much of the 
trading that elves do with the Dal 
and Vec involve weapons and armor. 
Elven goods such as snakeskin armor 
and snake tooth necklaces are highly 
prized outside of the dangerous 
realm of the Skyshroud forest. It is 
ironic that, for a race that trades in 
goods, has held itself aloof from the 
problems of other Rathians, the 
elves should provide the key for 
the final conflict with Volrath. 



Facing page, top, High 
Ground by r.k. 

Post; bottom, 
Oath of Lieges 
by Mark Zug. 


Left, Skyshroud 
Troopers by 
Tony DiTerlizzi. 

Below, Skyshroud Elite 
by Paolo Parente. 
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“When it comes to painting elves , I have a difficult time 
getting past the stigmas that are attached to them. I tried to 
make these elves somewhat huglike ; thinking that perhaps their 
environment dictated this trait to be an advantage. lt } s 
challenging to make the fusion into another form of animal as 
complete as into a human ”—Anson Maddocks 
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RACES OF RATH 



The merfolk were brought to Rath by 
the same temporal shift that exiled the elves 
to Rath. They successfully shared the small 
patch of ocean that came with them from 
Dominaria, for a time. Their needs didn’t 
cross initially. Gradually their resources 
dwindled and from the mounting collisions 
between their two cultures grew the hatred 
they now have for each other. Elven magic 
used to preserve what remained of their 


world maintained the status quo. There are 
no places where crops can be grown. What 
food there is, is either harvested from the 
trees or taken from the water. Merfolk and 
elves continue to battle between Rootwater 
and the Skyshroud forest for dominance of 
their twilight world. 



Clockwise from top, 
Style Guide 
reference by Anson 
Maddocks; Rootwater 
Hunter by Brom; 
Rootwater Depths by 
Roger Raupp; 
Rootwater Mystic by 
Michael Sutfin. 
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Clockwise from above, 
Tidal Warrior by 
Daren Bader; 
Merfolk Looter by 
Ron Spencer; 

Rootwater 
Matriarch by 
Randy Gallegos; 
Rootwater Diver by 
Ron Spencer; 
Cunning by 
Kev Walker. 
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3 

This humanoid race is perhaps the best 
adapted of those exiled to the wastelands of | 
Rath. The Kor are certainly the most nomadic 
and, as a result, the least understood. Small 
clusters of Kor in extended families wander 
across Rath, occasionally trading with elves or eti- 
Dal or en-Vec. They have fashioned a secretive 
culture that is highly specialized, distanced from 
the ebb and flow of Volrath s nation of slaves 
through their intentional exploitation of a very 
narrow ecological niche. In the rich seas of 



or 





i 

o 


aetherical power that roil in the skies above 
Rath there live a staggering variety of strange, 
magical life forms. The Kor feed on an exclusive 
diet of these curious beasts. It has changed 
them, modifying flesh and essence. Advanced 
members of the Kor are alleged to be able to 
reach a half-substantial trance state under the 
proper conditions. No one knows what they 
attain in this condition, but their diet of 
otherworldly fauna undoubtedly has much 
to do with this ability. 
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Above, Paladin en-Vec by Randy 
Elliot; below, Angelic Blessing by 
Mark Zug; below right, Sacred 
Ground by Terese Nielsen. 


Descendants of a people accidentally transported to 
Rath ages ago, the Vec of the plains have had to maintain 
a semi-nomadic existence in order to survive. They are 
scavengers above all, and everything about their culture 
reflects this. Much of their equipment is made of the 
skins, bone, and internal organs taken from creatures 
native to Rath. Metal is a real prize for the Vec, so it is 
saved for weapons or armor and worn as much to impress 
as to provide protection. 

Small communities of Vec have developed along the 
shores of the sea containing the Skyshroud forest. These 
sites have become centers for trade among the various free 
races of Rath, so that elven and Dal goods have become 
the property of even the most widely traveled of the Vec. 

The Vec are deeply religious folk, and their spiritual life 
orbits around an Oracle, usually female, who acts as the 
focus and guide for their faith. These Oracles have proven 
to harbor a gift for prognostication. Oracles’ skill at 
prediction commands the respect not only of their own 
people, but of the Dal, Kor, and elves. Vec religion places 
a heavy reliance on their interpretation of omens, and 
prophecy runs through its core. The idea of a Uniter, a 
figure destined to bring the people of Rath together against 
the evincar, is a central belief. All of Rath’s free peoples 
possess this sense of impending rescue from their present 
state, a notion most highly developed among the Vec. 

Their cousins within the Stronghold 
have a slightly different take on life. 
Servitude to Volrath supplies them 
with regular meals and housing, which 
provides them a sense of security 
they’ve traded for their freedom. The 
rift that cleaves the en- and il-Vec has 
now become a permanent wound. 
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Middle left to right, Oracle en-Vec by 
Dan Frazier; Ranger en-Vec by 
Randy Elliot; Vec weaponry 
for the Style Guide by 
Anthony Waters; bottom left 
to right, Oath of Scholars 
by Michael Sutfin; Vec 
soldier for the Style Guide 
by Anthony Waters. 
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The Dal are pragmatists, 
metalworking skills put them 
standing with the planes 
many Dal pitched in with what 
seemed to be the winning side and 
settled in the ring of structures \ , 
flanking the Stronghold. The 
of their descendants are still there, 
making armor and weaponry used by 
the evincar s internal forces. 

Some friction has understandably 
been generated by this collaboration. 
Dal, Vec, and Kor perform a stiffly 
formal dance under the evincar s gaze. 
These subjugated people have taken 
the prefix il, meant to brand them as 
“not of” their culture anymore, and 
turned it into a thing of distinction. 
To be /7-Kor or //-Dal is to be in the 
service of the evincar, part of a 
chosen few. Some of the il-Vec have 
entered into marriages with il -Dal 
families in a transparent effort to gain 
Volrath s favor, lending an illusory 
legitimacy to il -Dal politics. 

Things are viewed a bit differendy 
out in the harsh, open plains. 

Someone whose name bears the tide 
“//-Dal” or “//-Vec” is still viewed 
according to tradition; it brands one a 
traitor. The Dal who have held to 
their old ways, the culture that 
predated their entrance to Rath—the 
“en- Dal”—have been busy preparing 
for the arrival of the Uniter, who is 
destined to lead them to freedom. The 
prophecy of the Uniter will bring on 
the final clash with their cousins. 


Top left, Style 
Guide drawings of 
the Dal by Mark 
Tedin; top right to 
bottom, Serene 
Offering by Paolo 
Parente; Standing 
Troops by Daren 
Bader; Zealots 
en -Dal by Brom. 
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Top to bottom, study of 
mogg head, color 
version of standing 
mogg by Mark Tedin; 

Mogg Conscripts 
by Pete Venters; study 
of mogg sergeant by 
Anson Maddocks. 


Where would Volrath be without moggs? 
Psychosensitive mimetic metal collars are 
necessary to keep them under control. Fighting 
by coordinated attack is as foreign an idea to the 
average mogg as the concept of bathing. Yet 
none of this detracts from their being ideal 
cannon fodder. Moggs compensate in ferocity 
for what they lack in basic intellect. Mindless 
rage needs no spur in them; its in their nature 
to throw themselves wholeheartedly into a 
situation that will surely leave them a pulped 
and soggy mass of tissue. As minions, they 
are a tyrannical governors dream. 

Moggs represent a small sample of what 
Phyrexian engineering is capable of creating. 

It is believed they are a melding of typical 
Dominarian goblins and some other, unknown 
thing of tooth and claw. Volrath has been 
known to send officials who have annoyed 
him screaming into the midst of a group 
of moggs as a snack. 
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Clockwise from bottom Itft, Mogg Cannon by Mike Raabe; Nausea by Jeff Miracola; 
Coat of Arms by Scott Fischer; Mogg Raider and Primal Rage by Brian Snoddy; 
Mogg Infestation by Pete Venters; Mogg Hollow by Jeff Laubenstein; center, Style 
Guide reference of the mogg quarter by Anthony Waters. 
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Clockwise from bottom left, speculative drawing of a mogg warren by Mark Tedin; a mogg 
balcony with flowstone lamp by Anthony Waters; view from beneath the fortress, looking 
up into the mogg warrens by Anthony Waters; Mogg Flunkies by Brom; two views of the 
mogg warrens by Anthony Waters; Mogg Bombers by Dermot Power. 
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Clockwise from below, 
Stinging Licid by 
Paolo Parente; 
Calming Licid by D. 
Alexander Gregory; 
Quickening Licid by 
Andrew Robinson; 
Transmogrifying Licid 
by Jim Nelson; 
Tempting Licid by 
Randy Gallegos; 
Corrupting Licid by 
Thomas M. Baxa. 




experimentation. Surprisingly strong, licids have 
become an active part of the Rath ecosystem, 
along with other potential escapees from the 
evincar s labs, such as slivers and spikes. 
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Slivers are Raths most 
aggressive predators. They 
have some marginal 
shapeshifting abilities and 
can reform the fluid 
structure of their bodies 
around a solid core of bone 
to form wings. Slivers have a 
vicious, bony spear on a 
flexible limb growing from 
their chest cavity. With it 
they inject a corrosive 
solution that breaks down 
their preys body tissue. 


Clockwise from top 1ft, sketches by 
Anson Maddocks; Mindwhip Sliver 
by Jeff Miracola; Heart Sliver by 
Ron Spencer; Victual Sliver by Terese 
Nielson; Clot Sliver by Jeff Lauben- 
stein; Sliver Queen by Ron Spencer; 
Acidic Sliver by Jeff Miracola. 
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Clockwise from below, Spike Soldier by 
Randy Elliot; Spike Feeder by Heather 
Hudson; Spike Breeder by Adam Rex; 
center and upper right, spikes by Mark Tedin. 


Spikes bear smaller, dependent versions of themselves 
which can be traded, augmenting the toughness of their race. 
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The Legacy is a puzzle, its pieces 
scattered beyond the borders of Dominaria. 
Sisay and Gerrard have both come to 
understand that the role of Weatherlight captain 
has made each of them responsible for the 
collection of the devices that comprise the 
Legacy. Each component, as it is gathered, 
contributes to the mysterious potential that 
the Weatherlight represents. 

Some items of the Legacy have ordinary 
exteriors: a dull metal rod, a musty book. 
Their uses and shapes vary in unpredictable 
ways. For instance, the Skyshaper, 
when attached to the Weatherlight’s 
engine, dramatically increases her 
speed. The Thran Tome 

provides frustration 
and revelation in 
equal doses. Its uses 
are broader and harder 
to interpret. Only 
through careful study of 
the Tome s pages has 
Gerrard learned some 
of the secrets to Karns activation 
and of Karns role in the fight 
against Volrath. Some items have 
kept their secrets to themselves 
and remain in the Weatherlight’s hold, 
until the crew stumbles upon the 
artifact s purpose. 

No artifact of the Legacy has 
yet proven easy to master. Each has been 
incorporated into the Weatherlight’s makeup or 
the arsenal of her crew in a 
haphazard, organic way, 
depending on the circumstances 
of the items discovery. Every 
element contributes to the 
Weatherlight’s growing strength. 


Clockwise from above, Powerstone by 
Michael Sutfin; an early sketch of the 
Thran crystal container; Skyshaper by 
Anthony Waters; Karn and the 
Skyshaper by Donato Giancola; 
Skyshaper deployed; early version 
of the Skyshaper; early versions of 
Squee’s toy, the Salvation Sphere, all 
by Anthony Waters. 
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Knight of Dusk by Ron Spencer. 





RACES OF RATH 



Clockwise from below, 

Sky Spirit by Rebecca Guay; 
Cursed Scroll by Douglas Gregory; 
Mind Peel by Andrew Robinson. 
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Avenging Angel by Matt Wilson. 





RACES OF RATH 



Above and below, Resuscitate and Perish by Rebecca 
Guay; top left, Culling the Weak by Scott Fischer; 
left, Scare Tactics by Tony DiTerlizzi. 
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WHERE CREDIT IS DUE 


This book reveals the world behind the art in The Rath Cycle in a way that couldn’t have been 
conceptualized by just one person. The art showcased here amounts to just a fraction of what has 
been drawn. Here are some of the people who made the story, the card sets, and this book possible. 


The Weatherlight 
breaking free, 
a sketch by 
Anthony Waters. 


THE MAGIC CREATIVE TEAM 

Chaz Elliott: Senior Creative Director 

Chaz’s vision and determination were crucial 
in bringing The Art of MAGIC: The GATHERINdf 
The Rath Cycle to completion. Chaz has 
overseen the creative development of Magic’s 
new direction since his appointment to the 
team in early 1997. 

Pete Venters: Continuity 

“The Prince of Continuity," Petes job has been 
to make sure that the story, the flavor text, card 
mechanics, novels, comics, and short stories all 
fit within the structure of the Dominarian 
universe. Somehow he’s also found the time to 
produce striking artwork for Magic. 

Scott “Scooter” Hungerford: Continuity 

Scott, whose credits include the development 
of the Homelands ™ card set, helped catalog and 
arrange the vast stockpile of facts that serve 
to unify Dominarian history. 

Jesper Myrfors: Art Director 

Jesper returned to the Magic team in January 
1998 to help revitalize the Magic line, having 
pioneered the look of Magic from its inception. 

Matt Wilson: Art Director 

As artist and art director, Matt Wilson’s vision 
was instrumental in determining the unique 
look of three card sets in The Rath Cycle. 

Daniel Gelon: Graphic Designer 

Every Magic display box and package since 
Tempest bears the mark of Daniel Gelon’s designs, 
and his paintings grace many cards. 

James Davis: Graphic Designer 

James commands the development of 
advertising and promotions for Magic. 

Anson Maddocks: Conceptual Designer 

Anson was among the first in the stable 
of Magic artists and is responsible for 
over one hundred pieces of card art. 

Mark Tedin: Conceptual Designer 

Mark’s skills and vivid imagination are a driving 
force behind some wild concepts in The Rath Cycle, 
as well as, over one hundred card art paintings. 


Anthony Waters: Conceptual Designer 

Anthony is currently employed by Wizards of 
the Coast, which could be a move to keep his 
evil contained within the moldering confines 
of his sweaty clothes. 

Scott McGough: Creative Editor 

Scott joined in the creation of The Rath Cycle 
after it had begun but still managed to say “cool” 
more than any other creative team member. 

THE ART OF MAGIC: THE GATHERING, 
THE RATH CYCLE TEAM 

Ron Spears: Senior Art Director 

Ron is the creative team’s newest asset. Ron gains 
credit for shepherding this book through its 
later development. 

Sonia Telesco: Graphic Designer 

Sonia, a recent addition to Magic’s crew, is 
responsible for the design, layout, and 
production of this art book. 

Lizz Baldwin: Editor 

Without Lizz, the gods alone know what 
Anthony might have written. It most certainly 
would have been blasphemous. 

Mary Kirchoffi Executive Editor 

The chief voice of reason behind the curtain. 

WRITERS FOR THE RATH CYCLE 

Mark Rosewater: Editor-in-Chif The Duelist magazine 
Mark was one of the brains behind The Rath 
Cycle story, among other things. 

Michael Ryan: Technical Editor ; Arc System 

Mike was instrumental in the development 
of The Rath Cycle story. 

John Longenbaugh: Story Consultant 

John found a future for the Weatherlight and crew. 

SPECIAL THANKS 

David Allsop and Brian “Chippy” Dugan 
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